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Dirt Track Racing: Sprint Cars 3 


Introduction 


Riding the cushion into the back straight, you slide your wing back for the extra bite you'll 
need to make your move. Throwing it into turn three, you go deep and pull a slide-job on 
the leader, who gets a face-full of your right-rear as you speed towards the finish line at 170 
m.p.h.! 


Welcome to Dirt Track Racing": Sprint Cars! This is the first authentic sprint car simu- 
lation game based around The Greatest Show on Dirt", the Pennzoil® World of Out- 
laws© Series. Featuring breakneck acceleration and spectacular collisions, Dirt Track 
Racing: Sprint Cars (DTRSC) accurately recreates the experience of driving a 410ci, winged 
sprint car. With 800hp at your command, and a power-to-weight ratio that is second to 
none, you'll know that you haven't really raced, until you’ve raced on dirt. 


sti Requirements 


Operating System: Windows® 95 or 98 

Intel Pentium® 200 or better 

32MB RAM 

DirectSound compatible sound card 

High Color (16-bit color) capable video card (DirectXTM 7 compatible) 
60MB of Hard Disk space 

DirectX" 7 (included) 

Mouse 


Recommended Configuration 
Intel Pentium® 233MMX or better 
64MB RAM 
220MB of free Hard Disk space 
3D Accelerator: Glide® or Direct 3D® video card with at least 8MB of RAM 
DirectSound 3D, Aureal 3D or EAX compatible sound card 
DirectX compatible force feedback device 
Pentium III (Katmai) optimization supported 


Multiplayer Requirements: Local area network with TCP/IP protocol or established Internet 
connection (28.8kbps modem or faster required) 


Supported Input Devices: DirectX compatible Keyboard, Mouse, Joystick, Joypad, Wheel, 
Force-feedback Joystick or Wheel. 
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Installing the Game 

Place the DTRSC CD into your CD drive; the install process will begin automatically. If you 
do not have Autorun enabled, open the Start Menu, and click on Run. In the command 
line, type D:\SETUP.EXE (Note, if the CD drive is a letter other than D, substitute that letter 
for D in the command line, for example: E:\SETUP.EXE) 


There are three versions of DTRSC that can be installed. The Minimal installation will only 
transfer the core files to your hard drive and will require you to have the DTRSC CD in the 
drive during play. The Complete installation will give you access to all parts of the game; 
however, you will still need to insert the CD into the drive before launching each game. The 
Multiplayer Spawn installation of DTRSC will not allow you to race in Single Player mode, 
but you do not need to own the CD to launch the game. 


Note: As part of DTRSC's installation process, the latest DirectX 7™ and Indeo® 5.10 
codec will be installed, which will require that your computer be restarted to ensure that it 
is installed correctly. Once the computer has restarted, you will be asked if you wish to 
install the GameSpy software (not required) and if you wish to upgrade Dirt Track Racing to 
a complete install. 


Dirt Track Racing Compatibility 

DTRSC is the second game in WizardWork’s / Ratbag’s Dirt Track Racing series. DTRSC 
is able to link up with the original Dirt Track Racing to allow you to use DTR tracks in 
DTRSC. This feature will only function, however, if you have a complete installation of Dirt 
Track Racing. If DTRSC detects a Minimum installation of Dirt Track Racing, you will be 
given the option to upgrade your installation of DTR to a Complete installation, in order to 
make use of the shared tracks. You will be presented with this option after the installation 
of DTRSC is complete, and you will be required to insert your Dirt Track Racing CD-ROM 
in order to proceed with upgrading your installation. 


Note: The tracks from Dirt Track Racing are available only in quick race and multiplayer 
modes, not when racing a career. To race on Dirt Track Racing tracks in multiplayer, all 
players must have the complete installation of Dirt Track Racing on their machines. 


Starting the Game 

Insert the DTRSC CD-ROM into the drive. If you have not disabled Autorun, DTRSC will be 
automatically launched when the CD is placed into your drive. You can also start the game 
by double clicking on the DTRSC shortcut on your desktop or opening the Start menu, 
then Programs, DTRSC and finally DTRSC from the submenu. 
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Graphics Driver Selection: DTRSC makes use of the latest 3D technology. The Autodetect 
feature will select an appropriate driver which is the recommended choice. You may di- 
rectly select one of the other options if the Autodetect feature does not function properly. In 
this case, select Glide if you have a 3dfx® card (or Banshee, if you have a Voodoo Ban- 
shee). If you have an alternative 3D graphics card, select Direct3D. If you do not have a 
supported 3D card, select Software. 


Navigating the Interface: The DTRSC interface is navigated primarily with the mouse. 
Simply move the mouse cursor over whichever option you wish to select and press the left 
mouse button to activate it. The Escape (Esc) key can be used at most times to go back a 
page. The Y and N keys may also be used as shortcuts when a confirm box or dialogue box 
is open. Keyboard shortcuts exist for all menu items, and where possible consist of the first 
letter of the first word of the item. Where there are double-ups, the first letter of the next key 
word (e.g. the Hall of Fame shortcut key is F, not O) is used. 


Command Line Options: DTRSC comes with a command line options editor, which al- 
lows you to define certain options that come into effect when the game is launched. It 
appears on the Start, Programs menu as DTRSC — Command Line Options Editor, and will 
allow you to change certain video and soundcard settings that will take effect each time the 
Io is started, which may help to overcome some problems experienced with particular 
cards. 


Main Menu 

Single Player — Choose between Career 
and Quick Race. 
Multiplayer — Play DTRSC against other 
drivers over the Internet or network. 
Game Options — Configure DTRSC or view 
the credits and sponsors. 
High Scores — View the times and best 
season earnings. 
Hall of Fame — View rankings and info on 
the top ten World of Outlaws drivers. 
Game Replay — Set your replay recording 
options, watch saved replays, or take an- 
other look at the game intro. 
Exit — Quit back to Windows®. 


MAIN MENU 
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Single Player Menu 

Quick Race: Select Quick Race if you would like to race without following a career pro- 
gression. This mode was designed to allow you to choose a track, the track conditions, the 
number and difficulty of opponents, a car, and then race without having to worry about 
money or following through the structure of a complete event. The Al Difficulty slider allows 
you to select the level of intelligence of your opponents and the Track Wetness slider 
allows you to adjust the traction levels around the track. 


You can enter your name, car number, and select the vehicle and skin of your choice or 
you can load a car from a garage you have in one of your saved games. You can choose 
to race as one of the drivers from the World of Outlaws Series by selecting clicking the 
Arrow next to Driver Type. 


The World of Outlaws drivers that appear in our Hall of Fame have additional information 
that may be viewed by clicking on the ? button alongside their name on the Select Car 
screen. 


Career: The heart of DTRSC lies within the Career mode. In this mode, you start off as an 
amateur driver with limited funds. Your final goal is to win the World of Outlaws Series. To 
do this, you will need to purchase a car, participate in events from various series, using 
prize and sponsorship money to upgrade and improve your vehicle until you can race 
amongst the fastest and best drivers the game has to offer. 


When starting a New Career, you enter your name and car number, and you set the 
number of opponents against which you will race, their Al difficulty, the handling difficulty of 
your vehicle, and the length of the races in which you compete. 


Selecting a smaller field of opponents may improve the game performance on slower 
computers. Shorter race lengths may make it more difficult for you to win an event, particu- 
larly when you are at the back of the grid — the style of racing offered in DTRSC means that 
it may take more than a couple of laps to work your way up through a tight field of compet- 
ing drivers, even when you are racing well. A smaller field of opponents may be a wise 
choice if you decide to run the shorter length events. The downside of selecting a small 
field of opponents, however, is that only the winner of each heat is promoted to the A Main. 


Note: The difficulty you select the first time you play the game is only a default, and is 
overridden by the selections you make when commencing a career, or when adjusting the 
Al Difficulty slider in quick race mode. Also handling difficulty may be altered at any time 
during a career in the Game Options menu. When you get used to racing at greater levels 
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of realism, your times will be much faster than those you can achieve on the easier han- 
dling settings — gradually increase the handling realism as your skills improve for the best 
results. 


World of Outlaws Mode 

Select the World of Outlaws driver type when entering a Quick Race to enter the World 
of Outlaws mode. In World of Outlaws mode, you will be racing as your chosen driver, in 
their own unique sprint car right alongside the other World of Outlaws drivers. This is the 
ideal way of experiencing the excitement and realism of the Pennzoil® World of Outlaws 
series, without having to work your way up to it in the career mode. Once you’ve had a 
taste of racing as one of the greats, however, you'll definitely want to take them on yourself 
in the career mode. 


Career Menu 

: Race — Enter a new series, continue rac- 
ing, or have a practice drive. 
Car Options — Go to your Garage or visit 
the Shop. 
Sponsorships — Check for sponsorship 
Offers. 
Career Information — Check the Race 
Schedule, Points Standings or view your 
Career Highlights. 
Save Career — Save your game to disk 
so that you can continue playing at some 
other time. 
Game Options — Change your configuration for DTRSC. 
Exit — Quit from Career mode. 


CAREER MENU 


Series: Series are collections of events held throughout the year. Each event will award a 
certain number of championship points dependent upon your performance at that event. 
The total championship points awarded to you by the end of the year will determine your 
overall result for the series. 


The series with the lowest prize money are the easiest. We recommend that you race 
these to earn the money to be able to upgrade your vehicle. Then you can enter the richer, 
more difficult series where the drivers race similarly upgraded vehicles. 
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While it may be tempting to upgrade your vehicle as much as possible before an event, be 
sure to leave yourself some spare money in case your vehicle is damaged during the race 
and you need to perform repairs. You may not be able to compete if your vehicle is badly in 
need of repair. Saving often is always a good idea in the career mode. 


When you begin your career, you may enter any of the series other than the World of 
Outlaws Support Series and the World of Outlaws Series. To enter these, you must first 
prove yourself as a driver, and gain the necessary reputation to be able to compete in the 
Greatest Show on Dirt. Performing well in the earlier series will qualify you for entry into the 
World of Outlaws Support Series, but you must then prove yourself in the Support Series 
before you are invited to join the World of Outlaws Series itself - the ultimate sprint car 
challenge. 


Events: When you enter a race in DTRSC career mode, you are entering an Event. Events 
are parts of series and involve a collection of races that are held over one or more days. 
The structure of an event can be broken into several phases — Practice, Qualifying, Heats 
and Mains. 


When you enter an event in a series, you are not tied to that series for the rest of the year. 
Using the information from the race schedule and with careful planning, you may have a 
chance at winning two or more series in the same year! 


DTRSC supports two event modes — Detailed and Brief. The default mode is Brief; how- 
ever, this can be changed in the Game Options game menu. Detailed mode allows you to 
practice before qualifying and provides information on the results of all other Heats and 
Mains. Brief mode was intended to allow you to race without paging through the mass of 
information provided in the Detailed mode. There is no practice before qualifying in Brief 
mode. 


Practice: Practice provides you with an opportunity to check how your car drives on each 
track before qualifying so that you can make last minute adjustments. You may skip it if 
you choose. 


Qualifying: The result of your qualifying times determine your grid starting order for Heat 
and Main events. You may elect to skip qualifying, though if you do you will be assigned the 
lowest qualifying position and forego the chance to receive prize money awarded to the 
fastest qualifier. 


Heats: You will be allocated a heat and placed on the starting grid according to reverse 
qualifying times. Unlike many other motor sports, Heat grid positions are started in reverse 
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order, with the fastest qualifier at the back of the grid to promote overtaking and more 
exciting race conditions. Heats are used to determine which Main race you are entered 
into. 


Mains: Main races are like final rounds. There are four Mains — A Main, B Main, C Main 
and D Main. Drivers are placed into a Main race based upon their qualifying and heat 
results. The top driver(s) from lower Mains are promoted to the next higher Main — e.g. If 
you win C Main, you will be entered into the B Main race. Hence, if you drive well enough, 
it is possible to win the A Main no matter what Main you were originally allocated to. 


Flags 
Green Flag: The green flag is shown at the start of the race. It is also shown after yellow 
flags to indicate that it is safe to drive at full speed. 


Yellow Flag: When a sprint car is damaged sufficiently that it is no longer fit to drive, it 
must be taken off the track, otherwise it is a hazard to the other cars. During this time, a 
yellow flag is shown and cars are forced to slow down and hold their positions. In DTRSC, 
this is automated such that when another car is damaged, you will be towed along at an 
appropriate speed. You will regain control when the green flag shows it is safe to drive at 
normal speeds again. A countdown (3-2-1) will be shown along with the yellow flag to warn 
you that control of the vehicle is about to be returned and the race is about to restart. 


White Flag: On the start of your last lap, the white flag is shown to indicate that you only 
have one lap remaining before you finish your race. The white flag will also be shown in the 
instance that one of your opponents wins the race, to indicate that you may only complete 
your current lap, when you are one or more laps down. 


Checkered Flag: The checkered flag is shown when you finish the race. When another 
car crosses the finish line first, you are allowed to finish your current lap only. 


Black Flag: The black flag is shown when you have damage from colliding with other cars 
or objects around the track. The game will continue for a few more seconds (in which time 
you will not be able to control your car and Disqualified will appear below the black flag) 
then return you to the interface screen. The black flag will also wave when you have driven 
too far off the track or taken a short cut. In this event, the black flag indicates that the 
current lap will not count. 
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Sponsorship 

Sponsorship is a source of income that is worth checking after each event. The number 
and value of sponsors that offer you Money depend upon your performance in your races. 
Better race performances in higher series will attract greater sponsorship revenues. 


When you accept a sponsorship, you will be tied to that sponsor for a certain number of 
events. You will not be able to accept the sponsorship of another company during this 
time. 


When accepting a sponsorship offer, take into account not only the amount offered, but 
also the number of events to which a sponsor is willing to commit. If you have a major 
collision in a race when you are short on cash, you may be grateful for the extra event or 
two for which your current sponsor is still committed to you, even though another sponsor 
may have offered you more money for a single race. Making the right decisions when 
selecting sponsors will ensure that you don’t get stranded in the middle of a career with a 
car that you can’t afford to repair. 


Money: Money is a measure of success. In DTRSC, you will receive money for Winning a 
Series, Placing in the Aor B Mains, Winning in Heats, Fastest Qualifying time, Appearance 
money and Sponsorship money. 


Multiplayer 

Multiplayer DTRSC enables drivers to compete 
against other players from anywhere around 
the world. With GameSpy support, finding other 
people to race against should be a simple task. 


o” 
MULTIPLAYER HAR PENNZOIL pre 
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The multiplayer model used in DTRSC is a cli- 
ent-server model. This means that one person 
has to run the server and everyone else con- 
nects to that player’s computer. 


NUMBER 3 Øg 


Remember that players’ speed is affected also 
by the vehicle handling setting on the Options 
Game menu. Players with realistic vehicle han- 
dling settings will find the handling true to a 
sprint car; however, faster lap times are possible than with easy vehicle handling. Your 
level of vehicle handling may also be adjusted on the ‘name entry’ screen of the multiplayer 
interface, when connecting to or establishing a server. 
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Note: Your player name and car number may not be changed from within a multiplayer 
session; you must disconnect from and then reconnect to the server to do so. A server will 
not allow two players with the same name or number, identical player names will have a 
number attached to them for identification, and identical numbers will be moved up to the 
next number that is not in use by another player. 


Starting a Server 
There are two ways to start a server — you can $ 
start one from within DTRSC, or you can run a | 
dedicated server separately. 


To start the server from within DTRSC, simply 
click on “New Game” under the Multiplayer 
menu. To setup a dedicated server, instead of 
starting DTRSC, run the included server pro- |a 
gram. In each case, you will need to type in a 
name and a description for your server. 


The results of all multiplayer races are stored in 
a file called RESULTS.TXT in the same direc- EA 
tory as the Server.exe. The dedicated server has 

a Results menu where you can enable or disable logging, clear the log file or view the 
results. 


If people are having problems connecting to your server, you may have to try using a 
different port number. The dedicated server’s configuration dialog has a separate field 
where you may enter a port number of your choice. 


Connecting to a Server: The Multiplayer screen provides a list of detected LAN servers in 
the table in the middle of the screen. Click on the name of the server to connect. If you wish 
to connect to a server that is not listed but you know its direct address, click Join IP, then 
need to type in the IP address of the server hosting. 


Hosting a Game: The player that creates an in-game server or the first person to join an 
empty server will become the host. The host is the player responsible for selecting the 
track, number of laps, and various other options for the race. If a series is selected, the 
host cannot change the track mid series. The host also has the option to disconnect other 
people from the game by clicking on the player’s icon in the host column. 


Watching a Game: If you are in the Multiplayer Chat Room while a race is running, you 
may watch that race by clicking on the Watch button. In Watch mode, you can change your 
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view with the following controls; Mouse -Rotate camera, Left Button-Accelerate cam- 
era, Right Button- Decelerate camera, Tab- Cycle through cars and Space Bar- 
Cycle through views for cars 


Advanced Hosting Options: The following extra commands are available in the chat 
room for more advanced players. 


/gethost password - If a dedicated server is setup with a password, you may obtain host 
status with this command. Note that password is case sensitive. 


Ilistids -Provides a list of player /Ds for use with the givehost command. 


Igivehost /D -Transfers host status from you to someone else. The /Ds are available 
through the listids command. 


/setplayerlimit /imit -Prevents more than limit players from joining the server (can be 1- 
10). This does not kick out existing players if there are already more than the limit. The limit 
is reset to 10 when the server empties of all players. This command can only be issued by 
the host. 


Iresetlimit -Resets the player limit to 10. This command can only be issued by the host. 
Iplayerlimit -Displays the current player limit. 


/resetpoints -Sets all currently connected player’s points to zero. This command can only 
be issued by the host. 


Isetplayerpoints /D points -Gives player /D the number of points specified by points. This 
command can only increase the player’s points, and you cannot assign points to yourself. 
This command can only be issued by the host. (Note, use the /listids command to view a 
list of players and their IDs). 


Isetgridmode gridmode -Specifies the way the cars are ordered on the starting grid. Grid 
modes are “random”, “rank”, and “reverserank” (don’t include quotation marks). e.g. / 
setgridmode reverserank will make players with the least points start at the front of the 
pack. The grid mode is reset to random when the server empties of players. This com- 
mand can only be issued by the host. 


/gridmode -Displays the current grid mode. 


Ikick ID -Removes the specified player from the server. However, the player can connect 
again immediately. This has the same effect as clicking the kick button alongside the 
player in the chat room. This command can only be issued by the host. 
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Ikickban /D -Removes the specified player from the server and prevents that player from 
connecting to the server again until bans are cleared or the server empties of players. You 
cannot kickban yourself. This command can only be issued by the host. 


/clearbans -Allows any banned players to connect to the server again. This command can 
only be issued by the host. 


GameSpy 

GameSpy is a service to help you find DTRSC game servers on the Internet at the click of 
a button. In order to run a server that other GameSpy users can find you must check the 
Enable GameSpy check box on the server configuration dialog box when starting a dedi- 
cated server. Selecting your geographical location may help attract people from the same 
area (resulting in lower latency). 


To find servers using GameSpy to connect to, simply start up the DTRSC Lite edition of 
GameSpy that was included with DTRSC, then click Refresh to generate a list of servers. 
Double click to select a server to launch DTRSC and join the game (you will find yourself 
automatically in the chat room). You will want to join servers with the lowest ping. GameSpy 
also allows you to view information about the server and the currently connected players 
by clicking once on the server of interest. 


Note: Dirt Track Racing and DTRSC are not compatible, you may not connect to a Dirt 
Track Racing server with DTRSC, or vice versa. 


Controls 
There default controls for DTRSC, many of them can be reassigned on the Input options 
page. For a default control list please go to page 26. 


In-Game functions 

There is a wing position display on the HUD in DTRSC, which shows both the position of 
the wing and its current angle. Moving the wing forward in position flattens its angle relative 
to the ground, whereas moving it back makes the angle steeper. You may find it useful to 
adjust the wing during a race, to give more or less down-force, as needed. The wing may 
only be adjusted within the range shown on the wing position display — moving the wing ‘up’ 
on the display will move it forward on the car. 


A new function in DTRSC is the ability to look left and right while driving. Sprint cars often 
slide deeply into corners, and you may find it useful to look to your side during cornering, to 
see the cars in the pack around you, with which you may be about to collide. Simply hold 
the assigned key to glance in the desired direction, then release to return your view quickly 
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to normal. Note that while this ‘look’ function aims to simulate the type and range of move- 
ment available to a driver while in the cockpit, it is also available in the external views. 


If you are playing DTRSC with a steering wheel, you may find it useful to calibrate the 
wheel first, so that the game responds correctly to your input. If you are having difficulty 
with the wheel, and any of its functions do not seem to be working correctly, it may be that 
the default setup is not appropriate for the wheel you are using. In this case, go through 
and manually assign the functions to the wheel. When assigning functions to a device 
such as a wheel, ensure that the device is centered, otherwise the axis that is off center will 
be recognized as the input you are attempting to assign. 


Options 

Video Options: These options allow you to tweak the visual appearance of the game. 
Selecting lower resolutions and disabling features can improve performance, although you 
should be aware that the game will not look as good. Some options are only available for 
specific 3D drivers, e.g. backgrounds can only be disabled in the Software driver. 


Audio Options: The audio options let you select the in game sound effect volume and to 
toggle crowd sounds, announcers and game interface sounds. The music volume slider 
adjusts the level of CD music playback. There is no game music within DTRSC. However, 
once the game CD has been detected, you can remove it and insert your own music CD, 
and it will just begin playing. 
Game Options 
pi: game options include the following: 
Event Format — Detailed events include the practice phase and results for all other 
races. 
Damage —Simulation is the highest level of damage. Arcade damage setting is more 
forgiving. Damage can also be completely disabled by selecting Off. 
Tire Wear — Disable this option to stop tire wear from being simulated during races. 
Note that tire wear is scaled to the race length you have selected, so you will have to 
conserve your tires even on very short events if you enable this option. 
Yellow Flags — Yellow flags can be enabled or disabled. 
Allow Reversing — When enabled, the car is put into reverse gear automatically 
when the brake is held down. 
Vehicle Handling — The Vehicle Handling slider allows you to select between easy to 
realistic physics simulation models. The easy driving model provides extra traction 
and reduces the chance of spin out; however, the maximum power is slightly re- 
duced. Full simulation mode is more realistic to control but can provide faster results. 
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Cockpit Jitter — this turns on the cockpit jitter that results from racing over the un- 
even dirt track. 
Watertruck Movie — Disabling this option will prevent the watertruck video from be- 
ing displayed between the stages of an event. 
Race Info — Disabling this option removes readouts including lap times, race position 
and lap count information. 


Input Option: The Input options allow you to configure the in-game controls. To change 
the configuration, simply click with the mouse on the name of the key you wish to reassign 
and press the key you wish to use. You can also set it to use the default keys, mouse or 
joystick controls. The Force Feedback option box enables or disables force feedback. It is 
only accessible if your input device support force feedback. 


Car Tuning 

DTRSC allows drivers to modify their car con- 
figuration to improve performance and reduce 
lap times. A brief description of the various set- 
tings is listed in the following sections. 


Wheel Tuning 

Toe In/Out: Toe in/out is a measure of the angle 
of the wheels when the steering wheel is set to 
straight. In DTRSC, most competitors put a lot 
of toe in on their right front wheel, so that the 
wheel wedges in on the corners and helps it to 
turn better. 


Right Rear Spacing: Right rear spacing affects 

the distance between your right rear wheel and the axle. Increasing the amount of spacing 
will cause the tire to be moved along the axle, further away from your car. This will help the 
rear of the car to swing out easier. 


Tire Pressure: Tire pressure can be adjusted to vary the amount of traction. Tires at lower 
pressures provide higher levels of grip than tires at higher pressures, however they also 
run hotter, thus increasing wear. It is recommended that low-pressure tires are used on wet 
tracks and high-pressure tires are used on dry tracks. 


Brake Strength: The brake strength of wheels can be tuned to make a large difference to 
your driving. When you brake, it is usually because you are entering a corner, or are going 
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to run wide on a corner. If you tune your braking so that the left-hand side has more brake 
strength than the right, the car will naturally turn left under braking conditions. This will 
allow the car to “set” into a slide when entering a corner or steer away from the wall if you 
are running wide on a corner. The default brake strength settings include some braking on 
the rear wheels, a little on the front left, and none at all on the front right. 


Tire Size: Tire size affects the diameter of the wheels used. It can be used to control the 
stagger of a car. If the left-hand tires are smaller than the right hand tires, the car will have 
a natural lean to the left and be easier to turn in that direction. Stagger is measured as the 
difference in diameter between the two rear tires of the sprint car, and is reported at its 
current value beneath the settings for tire size for your reference. Your tires may be the 
same size as one another, but you may not setup the car with negative stagger (i.e. where 
the left rear tire is larger than the right rear). 


Tire Compound: Your choice of tire compound is crucial if you are to succeed in DTRSC. 
Hard tire compounds provide less grip than soft tire compounds, but they are more resis- 
tant to wear. If the track is wet, you should use softer compound tires to get maximum grip. 
If the track is dry, your tires will wear quickly, so you should fit harder compound tires. 


Steering Lock: Steering lock defines what angle your wheels are at when your input de- 
vice is at full lock. This is most useful to a player who is using the keyboard or an analogue 
Joystick, so they can specify what steering angle they want left or right to be. A larger 
steering lock is not realistic but will reduce the cars tendency to oversteer, making it easier 
to pull out of slides. 


Suspension Tuning 

Torsion Bar: This controls the diameter of the torsion bar used, in inches. A torsion bar 
which is narrower in diameter will result in a lighter spring rate, and the sprint car will be 
less disturbed by any bumps in the road. A larger torsion bar will cause a car to sit “flatter” 
during hard cornering but may also cause the car to react to bumps in the road more 
violently. 


Travel: Travel determines the range of movement allowed to the wheel in extending away 
from the car. This affects the ride height of the car and the position of its center of gravity. 


Compression Rate: The compression rate is a measure of the damping (or slowing) of 
the suspension as the wheel moves toward the car. A larger value for the compression rate 
gives more damping in the shocks; a smaller value gives less damping. Compression rate 
and rebound rate are related and can be both adjusted to achieve a particular effect. After 
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driving around a left corner, your car will normally be tilted with the left hand side of the car 
further off the ground than the right. If you decrease the bump dampening on the left tires, 
then the car should return to its level position more quickly. 


Rebound Rate: This is the damping of the suspension as the wheel moves away from the 
car. Refer to ‘Compression Rate’ for more information. 


Shock Type: This reports the type of shock setup you have on each wheel, based on the 
compression and rebound rates you have selected. A strong compression rate combined 
with a weak rebound rate results in an ‘easy-up’ shock, a weak compression rate com- 
bined with a strong rebound rate results in a ‘tie-down’ shock, compression rates that 
match are referred to as a ‘standard’ shock, and other combinations are ‘custom’ shocks. 


Chassis Tuning 

Weight distribution: The weight distribution screen allows you to adjust the way the weight 
of the car is distributed over all four of its wheels. Weight distribution can greatly affect the 
handling of a sprint car. Placing more weight over the back than the front will cause the car 
to lean back harder when accelerating, and lean forward when decelerating. Greater weight 
on the back wheels will increase acceleration, although it will decrease the weight on the 
front wheels, reducing steering control and making cornering more difficult. Similarly, dis- 
tributing more weight over the left-hand side of the car will make it easier to turn left than 
right. 


Generally sprint cars are not symmetrical in their weight distribution, and most have their 
weight skewed somewhat to the left-hand side of the car. 


Performance Tuning 

Wing Position: Here you may set the starting position for the wing on top of the sprint car. 
if you set the wing to the front, you will be able to move it back further during the race, to a 
steeper angle, increasing the amount of down-force generated. If the wing is set to the 
rear, it may be moved forward further during the race, lightening the load on the car created 
by the down-force it generates. Set the wing to take into account whether you think you will 
need to move it to a steeper or a shallower angle during the course of the event. Position- 
ing it somewhere in the middle is a good way of leaving your options open. 


Wing Pitch: The pitch of the top wing affects how much down-force is generated, which 
affects the way in which the car grips the track surface. A higher wing pitch number gener- 
ates more down force and slowing the car; a lower wing pitch generates less down force 
and a higher speed. 
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Wicker Bill: The wicker bill is an additional section along the back of the top wing, which 
provides additional down-force and stability. It is often removed for qualifying sessions, but 
most drivers find the stability it provides indispensable during race conditions. 


Drive Ratio: Sprint cars have only a single gear, the ratio of which you may change here. 
Selecting a higher drive ratio will increase your acceleration (6.05 is max), but decrease 
your top speed. As a general rule you should use higher gear ratios on short tracks, lower 
gear ratios on long tracks. 


Car Upgrades 


Each of the components in DTRSC have sev- 
eral performance upgrade levels. To upgrade a 
component, go to Car Options and Parts. Use 
the left and right arrows to select the compo- 
nent you want, and then click Purchase to buy 
it. Each component, along with its upgrades, is 
listed below. 


Engine Specifications: Here you can buy anew 
performance engine. The engine is the most 
significant upgrade you can make and this is J 
reflected in its price. 


Cylinder Heads: Your existing stock cylinder heads may be upgraded to modified or CNC 
modified cylinder heads. These increase the power output of your engine, offering greater 
acceleration and top speed. 


Weight Reduction: The efficiency of your sprint car may be increased not only by adding 
power, but also by decreasing the overall weight of the car itself. A sprint car initially weighs 
1350lbs, but this may be reduced by as much as 200lbs by swapping out certain heavier 
parts for ones made of lighter, more expensive materials. 


Fuel Injectors: Your existing 2” fuel injectors can be enlarged to 21/4”, and then to 21/2”, to 
increase the power of your engine. 


Tire Compound: Your choice of tire compound is crucial if you are to succeed in DTRSC. 
Hard tire compounds provide less grip than soft tire compounds, but they are more resis- 
tant to wear. For more information, see Car Turning on Page 15. 


Dirt Track Racing: Sprint Cars 19 
Brakes: The stock brakes fitted to your sprint car use steel rotors, which quickly heat up 
under hard braking. Purchasing carbon-fibre or titanium coated rotors will ensure that you 
can brake much more effectively and for longer periods of time without the loss of braking 
power associated with overheating. 


Suspension: Improving your suspension setup from stock to either performance or race 
suspension will improve the performance of your sprint car enormously. While not directly 
increasing the power of your vehicle, upgraded suspension allows your car to better apply 
the power it has to the track surface, increasing the amount of grip and maneuverability at 
your disposal. To ensure that your car setup is balanced, be sure to upgrade your suspen- 
sion if you are purchasing power upgrades. An overpowered car with stock suspension will 
be difficult to achieve fast lap times in, despite the money you've spent on increasing its 
power. 


Exhaust: You may give more power to your engine and increase its efficiency by upgrad- 
ing to lightweight or stainless steel exhaust systems. 


The Groove 
Dirt Track Racing — Sprint Cars simulates the development of “the groove” in dirt track 
racing. 


At the beginning of most events, a water truck will wet down the track. This makes the dirt 
or clay tacky and gives the track good traction characteristics. As the cars race around the 
track, a groove is formed on the most common driving line. It is drier than the rest of the 
track, and becomes hard and slippery. 


When the groove has developed, two other racing lines become competitive: 
“The Cushion” - the longest route, on the outside of the Groove where tacky, looser 
dirt gives more traction. Less braking is required with this strategy but there is the risk 
of running into the wall. 
“The Inside” - low on the inside of the track where, again, looser dirt gives more 
traction. This strategy protects against overtaking but drivers must brake hard and if 
they get it wrong, then can slide out onto the Groove and lose time. 


it is your job to find out which is the fastest line for you — the groove, the cushion or the 
inside - and set up your vehicle accordingly. 
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Replays 

DTRSC provides two methods of viewing a race. 
The first is instant replay, which can be viewed 
at any time during the race itself (except in a 
multiplayer race). At all times during the race, a 
number of seconds of previous action are re- 
corded for playback. The time length of the in- 
stant replay can be configured in the replay op- 
tions screen. Instant replays may be viewed by 
pressing Escape (Esc) while in-game, and se- 
lecting Replay from the menu. Pressing Escape 
(Esc) from within an instant replay will take you 
back to the same menu, where you can select 
‘Resume’ to continue the race. If a long race is opened for instant replay and there is not 
enough memory available, a short portion of the replay will be loaded. 


REPLAY MENU 


When viewing a replay, you have a VCR-like console on the left that allows you to control 
the playback of the replay. The buttons on this console are as follows (from left to right): 


Jump to Start — Sets the position in the replay to the start. 

Reverse Play — Plays the replay in reverse from the current position. 

Pause — Pauses playback at the current position. 

Advance Frame — Moves one frame forward in the replay (only works while in pause). 
Slow Motion — Plays the replay forward at half the normal speed. 

Play — Plays the replay at normal speed. 

Fast Forward — Plays the replay at twice the normal speed. 

Jump to End — Sets the position in the replay to the end. 


In addition to these buttons is a slider at the bottom of the panel. This indicates where in 
the replay you are. You may grab the slider with the mouse and drag it to any position in the 
replay. While grabbed the slider will pause any playback. 


The right panel gives you several options on how you view the replay. These options are: 


Save — Allows you to save the current instant replay. A cursor will appear prompting 
for a name for the replay. Use the tick and cross buttons that appear to confirm or 
cancel the save. It will prompt you again if a replay with that name already exists. 

Autodirect — Selecting this button will make DTRSC control the camera to make an 
interesting coverage of the replay. If there is a director-made movie associated with 
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this replay, the movie will be shown instead. If you press Autodirect or any other 
button while the movie is playing, the movie will not control playback further. 

Cycle View — Switches to the next camera. Cameras include in-car, behind-car, spin 
camera, tow bar, and trackside TV cameras. In the spin camera mode you can rotate 
the camera around the car by holding Control (Ctrl) and moving the mouse. The left 
mouse button zooms in on the car; the right mouse button zooms out. 

Cycle Car — Switches focus to the next car, in race position order. 

Blimp View — This is a camera mode that does not focus on any particular car, but 
instead lets you fly to anywhere in the track to view the action from any vantage point, 
including from high above, in the grand stand, or right down on the track surface. 
Hold down Control (Ctrl) and use the mouse to move. The left mouse button acceler- 
ates the blimp; the right mouse button applies the brakes. 


Note: Replays are a new feature in DTRSC. The tracks from the original Dirt Track Racing 
do not include the trackside TV camera positions. You may still view, direct and save a 
replay from one of the Dirt Track Racing tracks, but there will only be one TV camera, and 
it will be in the same position as the camera that displays your victory lap when you have 
won an A Main race. The other cameras are all available on all tracks. Additionally, if you 
record a replay on a Dirt Track Racing track, that replay will only be viewable while Dirt 
Track Racing remains installed — a computer without Dirt Track Racing installed on it will 
not be able to be used to view a replay previously recorded in DTRSC on a Dirt Track 
Racing track. 


Ihe second method by which you can review a race is to load a saved replay. Instant 
replays can be saved in-game, but entire races are saved after the race if the replay option 
is set in the options menu. The longer a race goes for, however, the more memory it 
requires to view, so some low memory machines may have trouble. 


Multiplayer Considerations: Due to the nature of multiplayer racing you cannot watch 
instant replays during a multiplayer race, as that would interrupt the race for other players. 
If you have the option set, however, the entire race will be recorded to disk for you and can 
be loaded via the normal replay loading menu. Saved multiplayer replays retain the names 
of the drivers and will display them above the cars as you see during race for identification. 
If a car drops out during a multiplayer race, the car similarly disappears in the replay. If you 
were following that car in the replay when it disappears, you will automatically switch to the 
next car. If you yourself drop out of the race before the race has finished, you will not be 
Da to view the remainder of the race, unless someone else sends you a complete replay 
of the race. 
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The Replay Director: The Autodirect feature of the Replay Viewer does a reasonable job 
of covering a race, but it doesn’t make use of different playback speeds, doesn't place the 
camera intelligently depending on the action, and doesn't repeat a crash or spectacular 
pass from different angles. This is where the Replay Director comes in. Using the simple, 
yet powerful interface, you can create your own movies using the replay that you recorded 
during a race. 


Note: It is recommended that you edit your movies in the 800x600 resolution. The replay 
console was optimized for 800x600 resolution, and may be difficult to read at lower screen 
resolutions. 


Director Basics: A movie is made up of different sections called “cuts”. Each cut has a few 
pieces of information associated with it that determine what happens when the movie 
comes to play it; Start and end positions, Playback speed, the camera (view) to use, the 
car to watch and the camera path. 


Some of these pieces of information depend on each other. The start and end position of 
the cut depend on the playback speed for their order. For example, in the normal playback 
speed, the start position is nearer the start of the replay than the end. In reverse, however, 
the cut begins later in the replay than its end. If the cut is in pause mode, the start and end 
positions are equal, and it must have a duration associated with it. 


The camera path is dependent on the camera in use. Some cameras do not need a path 
(in which case the path item displays N/A for ‘not applicable’). The Tow Bar camera is 
fixed, for example. The only two cameras that can have a path are the Spin and Blimp 
cameras. The Spin camera can be rotated freely, and the Blimp camera can move and look 
anywhere. If there is no path recorded for these cameras, they have default behaviors. 


Creating a Movie: To create a cut, select ‘New’ from the cut menu. A cut will appear in the 
cut list on the left of the screen. By default, the cut will start and end on the current position, 
have normal playback speed, use the current camera and car, and have a default camera 
path. 


To change the parameters of the cut, in general, you must ensure that what you wish to 
assign is in current use. For example, if you want to change the end position of the cut, you 
must move the current position to where you want the end to be. To assign a value, you 
click on the item of interest. The value will change to reflect your assignment. 


The exceptions to this rule are playback speed and camera path. To set the playback 
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speed, click on the cut’s speed item, and then on the speed (either reverse, pause, slow- 
motion, play, or fast-forward) you want. If you select pause, you must then wait the length 
of time you want the pause to last for and then press play. 


To assign a camera path, the cut must first have a camera mode that supports a path (Spin 
or Blimp). Click on the cut’s path item, and a countdown will appear in the information box. 
\Vhen the countdown ends, the cut will play and you must perform the path you want. This 
can be tricky, and may require a few attempts. When the path has been recorded, “valid” 
will appear next to the cut’s path item, indicating that the recording was successful. Now 
when you play that cut the camera will follow the path you defined. 


There are some other useful commands on the cut menu: 


Play — Watch the current cut. 

New — Create a new cut after the current cut. 

Start Of — Move to the start of the current cut. 
Duplicate — Copy the current cut. 

Split — Split the current cut in two at the current position. 
Delete — Remove the current cut. 


In the movie menu there are three commands: 


Play — Play the entire movie. 
Remainder — Play the movie from the current cut. 
Export — Export the movie to AVI format (see below). 


Navigation: If there are several cuts in the movie, you will find it necessary to scroll down 
the list using the scrollbar arrows, or by grabbing the vertical slider and dragging. You can 
also use the following keys to perform some functions: 

Home — Go to the top of the cut list. 

End — Go to the end of the cut list. 

Page Up — Select the next cut up. 

Page Down - Select the next cut down. 

Up Arrow — Scroll up. 

Down Arrow — Scroll down. 


The current cut appears highlighted (other cuts are darkened). Cuts are numbered, and 
can't be shuffled around. If you need to insert a cut at the top of cut list without removing 
the other cuts, you can duplicate and modify the top cut. 
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AVI Exporting: When you have made an interesting movie and want to create an AVI of it, 
you can use the export feature of the director, under the movie menu. This will render a 
movie in the current resolution, and with the current export frame rate and quality. It is 
recommended that a low resolution be used when exporting movies, such as 320x240. 
The reasons for this is that it takes more time to export each frame the higher the resolu- 
tion, it takes more disk space, and playback of the AVI is often not as smooth with higher 
resolutions. Remember, though, that 800x600 is the best resolution in which to edit your 
movie. The frame rate and compression quality, found in the replay options, will determine 
how good your AVI looks. High frame rate will result in smoother playback, but larger files. 
High compression quality will look better, but also make larger files. 


When the movie is being exported, no input is accepted. If you want to abort, however, 
press Escape. If you abort, the currently exported frames will be saved. The audio for the 
movie is recorded first, then each video frame, and finally the two are put together into an 
AVI file. There will be a momentary pause at the end of a large movie. The AVI will be found 
in the ‘replays’ directory with the same name as the replay it came from, but with a number 
appended to the end. This allows you to export multiple AVIs from the same replay. 


Saving Movies: The movie information is kept in the same file as the replay information, 
so you can only associate one movie with each replay file (but you can save in a different 
file). Saving works in the same way as with the ordinary instant replay. 


Swapping Replays: Showing your friends one of your replays or replay movies is as 
simple as sending them a file. In your ‘replays’ directory of your install directory will be a 
number of files corresponding to the replays you have saved or have received. If you have 
given them meaningful names you can select and send the relevant file. You may also 
rename the file (and use long names) to something more descriptive than the short in- 
game names can provide. The receiving friend must put this file in their own ‘replays’ 
directory, and will then be able to view your racing greatness through the normal load 


replay interface. 
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Technical Support (U.S. & Canada) 


Assistance Via World Wide Web 

Get up-to-the-minute technical information at the Infogrames, Inc., web-site at: http://www.ina-support.com, twenty-four hours a 
day, seven days a week. Through this site you’Il have access to our FAQ documents, (Frequently Asked Questions) which contain 
our latest troubleshooting information. You’ll have access to our FTP (File Transfer Protocol) area where you can download 
patches and new enhancements as soon as they become available, and an E-Mail area where you can leave us your tech support 
problems and questions if you do not find your answers within the FAQ. 


Help Via Telephone/Fax Or Mail In The United States & Canada 
l'or phone assistance, call Infogrames, Inc.’s Tech Support at 425-398-3051. We have an Interactive Voice Response and 


Faxback system that is available twenty-four hours a day, seven days a week. If you should need live support, we are available 
Monday through Friday, 8:00 AM until 6:00 PM (PST). Please note that live Tech Support may be closed on major holidays. We 
ask that you do the following when calling: be at your computer; have your system information ready for our technicians including 
ystem make and model; RAM; video and sound card data and drivers; and any screen or error messages you’ve encountered and 
vhere (if not currently displayed on your screen). It will expedite your handling significantly. You may also fax in your Technical 
Support questions or problems to: (425) 806-0480, or write in to the address below. Use Technical Support Access Number 23665. 


Product Return Procedures In The United States & Canada 

in the event our technicians at 425-398-3051 determine that you will need to forward materials directly to us, please include a brief 
letter explaining what is enclosed and why. Make sure you include the Return Merchandise Authorization Number (RMA#) 

upplied you by the technician and your telephone number in case we need to call you. Any materials not containing this RMA# will 
be returned to you unprocessed. Your mail should be sent to the following address: 


Infogrames, Inc. 

13110 NE 177" Place 

Suite # B101, Box180 
Woodinville, WA 98072-9965 
Attn: Technical Support 

RMA#: (include your RMA# here) 


Warranty Policy In The United States & Canada 
IF our technicians determine that the product storage medium is found to be defective within ninety (90) days 
of original purchase, (unless otherwise provided by applicable law), Infogrames, Inc., will replace the item free of charge, to the 


original purchaser, if the item is accompanied by the original dated receipt and packaging. If you do not have the original receipt, or 
i the warranty period has expired, Infogrames, Inc., will replace the product storage medium for a nominal fee. 


Other 
Please do not make unauthorized copies The program you've purchased was produced through the efforts of many 
people who earn their livelihood from its lawful use. Don’t make copies for others who have not paid for the right to use 
i. To report copyright violations to the Software Publishers Association, call 1-800-388-PIR8 or write: 

Software Publishers Association 

1101 Connecticut Ave., Suite 901 

NW Washington, DC 20036 
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Ratbag Sponsors 


Bullseye Visual 

3208 Village Drive 
Kokomo, IN 46902 
Phone: (765) 455 8669 


http://www. bullseyevisual.com 


Butler Built Motorsports 
Equipment 

PO Box 459 

Harrisburg, NC 28075 


htto://www. butlerbuilt.net 


Canines Choice 

1901 West 4th Street 
Marion, IN 46952 
Phone: (765) 662 2633 


http://www.canineschoice.com 


Casey Stores 
| Convenience Boulevard 
Ankeny, IA 50021 


Cory Kruseman Sprintcar 
Driving School 

180E Oakview Avenue 
Oakview, CA 93022 

Phone: (805) 649 1243 


Fran Speer 
Box 1781 
Atikokan, Ontario, POT ICO 


Holbrook Motorsports 
3503 Huntington Road 
Marion, IN 46952 
Phone: 765 661 5419 


Hosehead’s 

PO Box 42 

Drums, PA 11822 

Phone: (570) 788 5446 
http://www.hoseheads.com 


Indy Powdercoating 
109A Gasoline Alleys 
Indianapolis, IND 46222 
Phone: (31) 244 2231 


Jimmy Sills Racing School 
951 Live Oak Boulevard 
Yuba City, CA 95991 

Phone: 530 755 4449 


Kaeding Performance 
813 Cristich Lane 
Campbell, CA 95008 
Phone: 800-Kaeding 


http://www.kaedings.com 


Dave Blaney Outlaw 
Experience 

PO Box 716 
Cherryville, NC 28021 
Phone: 1-877-7-Outlaw 


Duralite Racing Wheels 
1001 S Echo 

PO Box 936 

Holdenville, OK 74848 
Phone: (888) 387 2548 


http://www.dura-lite.com 
Eagle Chassis 
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Fast Wing 

PO Box 604 

Mountain Lake, MN 56159 
Phone: 507 427 3742 


Fibertec 

1128 Industrial Road 
Mitchell, SD 57301 
Phone: (605) 996 5421 


FK Rod Ends 

11 De Paola Drive 
Southington, CT 06489 
Phone: 800 662 4003 


Kirkey Seats 
PO Box 445 
Roosevelttown, NY 13683 


Kreitz Oval Track 

785 Friztown Road 

Sinking Spring, PA 19608 
Phone: 613 938 4885 
http://www.kirkeyracing.com 


Maxim Chassis 
1902 Truman Road 
Springfield, IL 62703 


Mead Paper 

Chilpaco Mill 

Corner of Bridge & Eastern Avenue 
PO Box 2500 

Chillicothe, OH 45601 
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Midwest Underground] Inc. 
1988 Energy Drive 

PO Box 295 

East Troy, WI 53120 

Phone: (262) 642 9200 


Moeller Bros Body Shop 
539 Lewelling Boulevard 
San Leandro, CA 94579 
Phone: 510 357 8060 


http://www.moellerbros.com 


Onlineracing.net 

1603-A West Palmetto Street 
Florence, SC 29501 

Phone: 843 669 5212 


Pit Stop Pizza 

3304 Wilgus Avenue 
Sheboygan, WI 53081 
Phone: 920 452 3600 


Rod End Supply 

PO Box 2080 

Olathe, KS 66051 
Phone: (800) 284-2902 


http://www.rodendsupply.com 


Saldana Racing Products 
8420 Beech Grove Lane 
Martinsville, IN 46151 
Phone: (317) 852 0158 


http://www.saldanaracing.com 
Shadow Graphics 


312 Gasoline Alley 
Phone: 317 481 9710 


shadowgraphic@cs.com 


Sports Plus Video 

216 East Potomac Street 
Williamsport, Maryland 21795 
Phone: 1-888-DRT-TAPE 


http://www.sportsplusvideo.com 


SSE Helmet Designs 
362 1/2 E. Mill Street 
Circleville, Ohio 43113 
Phone: 740 474 4342 


http://www.sshelmetdesigns.com 


Steve Hardin Photography 
310-d Woodcreek Drive #311 
Bolingbrook, IL 60440 
Phone: (630) 226 0935 


http://www.stevehardin.com 


Tear Off Heaven Foto’s 
99 Del Prado Drive 
Campbell, CA 95008 
Phone: 408-370-FOTO 
http://www.tohf.com 
steve@tohf.com 


Weld Wheels 

933 Mulberry Street 
Kansas City, MO 64101 
Phone: 1800 788 9353 


http://www.weldracing.com 


Yak Graphics Inc 

58 S. Autumn Street 
San Jose, SA 55110 
Phone: 408-920-0801 


http://www. yakgraphics.com 
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LICENSE AGREEMENT AND LIMITED WARRANTY 


PLEASE READ THIS LICENSE CAREFULLY BEFORE USING THE SOFTWARE. THIS DOCOUMENT IS AN AGREEMENT BETWEEN 
YOU AND INFOGRAMES, INC (THE “COMPANY”). THE COMPANY IS WILLING TO LICENSE THE ENCLOSED SOFTWARE TO YOU 
ONLY ON THE CONDITION THAT YOU ACCEPT ALL THE TERMS CONTAINED IN THIS AGREEMENT. BY USING THIE SOFTWARE 
YOU ARE AGREEING TO BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THE TERMS OF THIS LICENSE, 
PROMPTLY RETURN THE UNUSED SOFTWARE (INCLUDING ALL PACKAGING AND YOUR ORIGINAL, DATED SALES RECEIPT) 
WITHIN 10 DAYS OF PURCHASE TO 

INFOGRAMES, INC, 2155 NIAGARA LANE NORTH, SUITE 150, PLYMOUTH, MN 55447 AND YOUR MONEY WILL BE REFUNDED. 


1. Ownership And License. This is a license agreement and NOT an agreement for sale. The software contained in this package (the 
“Software”) is the property of the Company and/or its Licensors. You own the disk/CD on which the Software is recorded, but the Company 
and/or its Licensors retain title to the Software and related documentation. Your rights to use the Software are specified in this Agreement, 
and the Company and/or its Licensors retain all rights not expressly granted to you in this Agreement. 


2. Permitted Uses. You are granted the following rights to the Software: 

(a) Right to Install and Use. You may install and use the Software on a single computer. If you wish to use the Software on more than 
one computer, please contact the Company for information concerning an upgraded license allowing use of the Software with additional 
computers. 

(b) Right to Copy. You may make and maintain one copy of the Software for backup and archival purposes, provided that the original 
and each copy of the Software are kept in your possession. 


3. Prohibited Uses. The following uses of the Software are prohibited. If you wish to use the Software in a manner prohibited below, 
please contact the Company at the address, phone, or fax numbers listed above for information regarding a “Special Use License”. 
Otherwise, you may NOT: 
(a) Make or distribute copies of the Software or documentation, or any portion thereof, except as expressly provided in this Agreement. 
(b) Use any backup or archival copy of the Software (or allow someone else to use such copy) for any purpose other than to replace the 
original copy in the event it is destroyed or becomes defective; 
(c) Alter, decompile, or disassemble the Software, create derivative works based upon the Software, or make any attempt to bypass, 
unlock or disable any protective or initialization system on the Software; 
(d) Rent, lease, sub-license, time-share, or transfer the Software or documentation, or your rights under this Agreement. 
(e) Remove or obscure any copyright or trademark notice(s) on the Software or documentation; 
(f) Upload or transmit the Software, or any portion thereof, to any electronic bulletin board, network, or other type of multi-use computer 
system regardless of purpose; 
(g) Include the Software in any commercial products intended for manufacture, distribution, or sale; or 
(h) Include the Software in any product containing immoral, scandalous, controversial, derogatory, obscene, or offensive works. 


4. Termination. This license is effective upon the first use, installation, loading or copying of the Software. You may terminate this 
Agreement at any time by destruction and disposal of the Software and all related documentation. This license will terminate automatically 
without notice from the Company if you fail to comply with any provisions of this license. Upon termination, you shall destroy all copies of 
the Software and any accompanying documentation. All provisions of this Agreement as to warranties, limitation of liability, remedies or 
damages shall survive termination. 


5. Copyright Notice. The Company and/or our Licensors hold valid copyright in the Software. Nothing in this Agreement constitutes a 
waiver of any rights under U.S. Copyright law or any other federal or state law. 


6. Miscellaneous. This Agreement shall be governed by the laws of the United States of America and the State of Minnesota. If any 
provision, or any portion, of this Agreement is found to be unlawful, void, or for any reason unenforceable, it shall be severed from, and shall 
in no way affect the validity or enforceability of the remaining provisions of the Agreement. 


?. Limited Warranty and Disclaimer of Warranty. For a period of 90 days from the date on which you purchased Software, the Company 
fants that the media on which the Software is supplied will be free from defects in materials and workmanship under normal use. If the 
llwnre fails to conform to this warranty, you may, as your sole and exclusive remedy; obtain a replacement free of charge if you return the 

\foctive Software to us with a dated proof of purchase. The Company does not warrant that the Software or its operations or functions will 

ool your requirements, nor that the use thereof will be without interruption or error. 


| XCEPT FOR THE EXPRESS WARRANTY SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR 
IMPLIED, INCLUDING AND WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FORA 
PARTICULAR PURPOSE. EXCEPT FOR THE EXPRESS WARRANTY SET FORTH ABOVE, THE COMPANY DOES NOT WARRANT, 
GUARANTEE OR MAKE ANY REPRESENTATION REGARDING THE USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN 
TERMS OF ITS CORRECTNESS, ACCURACY, RELIABILITY, CURRENTNESS OR OTHERWISE. 


IN NO EVENT SHALL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY INCIDENTAL, INDIRECT, SPECIAL, 
OR CONSEQUENTIAL DAMAGES ARISING OUT OF OR IN CONNECTION WITH THE LICENSE GRANTED UNDER THIS AGREEMENT 
INCLUDING AND WITHOUT LIMITATION, LOSS OF USE, LOSS OF DATE, LOSS OF INCOME OR PROFIT, OR OTHER LOSS 
SUSTAINED AS A RESULT OF INJURY TO ANY PERSON, OR LOSS OF OR DAMAGE TO PROPERTY, OR CLAIMS OF THIRD 
PARTIES, EVEN IF THE COMPANY OR AN AUTHORIZED REPRESENTATIVE OF THE COMPANY HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES. IN NO EVENT SHALL LIABILITY OF THE COMPANY FOR DMAGES WITH RESPECT TO THE 
“OFTWARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU, IF ANY, FOR THE SOFTWARE. 


HOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR INCIDENTAL, INDIRECT, 
"LI CIAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT ALWAYS APPLY. 


ACKNOWLEDGMENT 
\CKNOWLEDGE THAT YOU HAVE READ THIS AGREEMENT, UNDERSTAND IT AND AGREE TO BE BOUND BY ITS TERMS AND 
NDITIONS. YOU ALSO AGREE THAT THIS AGREEMENT IS THE COMPLETE AND EXCLUSIVE STATEMENT OF THE AGREEMENT 
lii |WEEN YOU AND THE COMPANY AND SUPERCEDES ALL PROPOSALS OR PRIOR ENDORSEMENTS, ORAL OR WRITTEN, AND 
NY OTHER COMMUNICATIONS BETWEEN YOU AND THE COMPANY OR ANY REPRESENTATIVE OF THE COMPANY RELATING TO 
HE SUBJECT MATTER OF THIS AGREEMENT. 


indows is a registered trade mark of the Microsoft Corporation. 
DitroctX and Direct 3D are trademarks of the Microsoft Corporation. 
Pontium is a registered trade mark of the Intel Corporation. 
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